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WARNINGS Read Before Using Your Sega Dreamcast Video Game System
CAUTION

Anyone who uses the Dreamcast should read the operating manual for the software and console before operating them. A responsible adult
should read these manuals together with any minors who will use the Dreamcast before the minor uses it.

HEALTH AND EPILEPSY WARNING

Some small number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights or light

patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or loss of con-

sciousness may occur even if the person has never had an epileptic seizure.

If you or anyone in your family has ever had symptoms related to epilepsy when exposed to flashing lights, consult your dactor prior to using

Sega Dreamcast.

In all cases, parents should monitor the use of video games by their children. If any player experiences dizziness, blurred vision, eye or mus-

cle twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USE AND CON-

SULT YOUR DOCTOR BEFORE RESUMING PLAY.

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using Dreamcast:

 Sit a minimum of 6.5 feet away from the television screen. This should be as far as the length of the controller cable.

* Do not play if you are tired or have not had much sleep.

* Make sure that the room in which you are playing has all the lights on and is well lit.

 Stop playing video games for at least ten to twenty minutes per hour. This will rest your eyes, neck, arms and fingers so that you can
continue comfortably playing the game in the future.

OPERATING PRECAUTIONS

To prevent personal injury, property damage or malfunction:

o Before removing disc, be sure it has stopped spinning.

e The Sega Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this disc in any
thing other than a Dreamcast console, especially notin a CD player.

» Do not allow fingerprints or dirt on either side of the disc.

+ Avoid bending the disc. Do not touch, smudge or scratch its surface.

+ Do not madify or enlarge the center hole of the disc or use a disc that is cracked, modified or repaired with adhesive tape.

+ Do not write on or apply anything to either side of the disc.

« Store the disc in its original case and do not expose it to high temperature and humidity.

« Do not leave the disc in direct sunlight or near a radiator or other source of heat.

e Use lens cleaner and a soft dry cloth to clean disc, wiping gently from the center to the edge. Never use chemicals such as benzene and
paint thinner to clean disc.

PROJECTION TELEVISION WARNING
Still pictures or images may cause permanent picture tube damage or mark the phosphor of the CRT. Avoid repeated or extended use of
video games on large-screen projection televisions.

SEGA DREAMCAST VIDEO GAME USE

This GD-ROM can only be used with the Sega Dreamcast video game system. Do not attempt to play this GD-ROM on any other CD player;
doing so may damage the headphones and/or speakers. This game is licensed for home play on the Sega Dreamcast video game system
only. Unauthorized copying, reproduction, rental, public performance of this game is a violation of applicable laws. The characters and
events portrayed in this game are purely fictional. Any similarity to other persons, living or dead, is purely coincidental.

Thank you for purchasing Sonic Adventure 2. Please note that this software is designed only for use
with the Dreamcast console. Be sure to read this instruction manual thoroughly before you start playing.
i 1 i i 7 TR 4

CONTENTS

PROLOGUE ......... 2 *KARTRACE ...........
BASIC CONTROLS ........4 *BOSS . . ...
CHARACTERS ...........6 *CHAO RACE . ..
STARTING THE GAME ....13 EXTRA ...... :
GAME MODES .........14 OPTIONS .. .....0c0ccc

eSTORYS . . Sl 14
*STAGE SELECT .........20
eACTION ..............20

ABOUT “CHAO" .....
VMU MINI GAME .......29
HOME PAGE .....

31
@Ri] MAIN FILE |CHAO DATA| MINI-GAME (&l
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the game data is being saved or loaded.

Sonic Adventure 2 is a memory card (sold separately)
compatible game. The following number of blocks are
required:
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i ‘ ; ; g ; o v \ +  Weapon known only~as
% It was just another ordinary day . . .until Sonic, hero of justice, is accosted by ‘ » . ‘ \ “Shadow, the ewil genius, Dr.

. a secret military force code-named G.U.N. Eggman, penetrates the security

* * “of a high-level military base.
Deep.inside the compound, Dr.

" Eggman discoversithat thes
weapon is actually’a black hedge-
hog'claiming himself as the “ulti-
mate life-form,” a creature known
: as: “Shadow.”

. Escaping the confi
helicopter, Soni s do\
reets in an effort to flee
ddenly, a mysterious black hedgehog
appears in front of him, grasping a Chao
Emerald in his hands. Meanwhile, across’
the globe, unexplained incide 2 i ;
following the declaration of worldcom “ i . . ‘ e "
quest by Eggman himself. ‘ » . " ‘Shadow invites Dr. Eggman to Space Colony ARK and
_, ) reveals the Edlipse Cannon=san engrmous weapon
V4 capable of destroying the worldpmore than enough to .
rertice the' eVil' genius to helpiout Shadow in his quest
to conquer the ' world. o e a s

Once aware of the connection
between Shadow and Dr.
Eggman, Sonic begins his quest
to stop their evil plan, helped
| along the way by his old
 friends: Tails and Knuckles.

Just assthiey begin to'revel in their plan for*destruction,sthe il
. lains"arg startlediby a menacing bat named RqQlige:who offérs
herhelp_assvell. g ® e é -

: .
;“
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Thus, the E)Iot-io conquer. the. world begin§‘. .
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BASIC CONTROLS

- Sonic Adventure 2 is a one or two player game. Connect the Dreamcast Controller to be used
to Control Port A (one player) or Control Ports A and B (two players). You may, however, save
or load game data from Control Port C or D.

© BUTTON

~ Never touch the Analog Thumb Pad or the Triggers I/ while turning the Dreamcast Power
ON. Doing so may disrupt the controller initialization procedure and result in malfunction.

DURING THE GAME MENU CONTROLS

Move a character I Move cursor (Select Menu Item) |

= I Move cursor (Select Menu Item) |

‘ Pause the game (bring up a Pause l\/\enu)l — |
Jump I Enter selection I

/ Action ICancel (return to previous screen)|
= Switch Action Window | — |
Rotate Camera I o |

s For character-specific controls, please see Character Introductions on p.6.
s To soft reset the Dreamcast and return to the title screen during game play, simultaneously
press and hold the ®, ®, ®, @ and Start Buttons.

ACTION BUTTON

The © Button (also @ Button) is called an Action
Button. Its function changes automatically
according to the situation around the player,
and will be displayed in the Action Window at
the top right. For example, you can call small
animals hiding in the Action Stages by
whistling, or squeeze through narrow gaps by
somersaulting.

Also, when you have more than one choice of
actions you can take for specific situation,
press @ to cycle through the choices.

JUMP PACK™

Sonic Adventure 2 is compatible for use with the Jump Pack (sold
separately). Insert the Jump Pack into Expansion Socket 2 of the
Dreamcast Controller.




~ SONIC THE HEDGEHOG

The fastest hedgehog on earth has a little
¢ competition. Mistaken for an escapee,
| Sonic is being chased by a secret military
organization. He'll have to catch up with
the mysterious black hedgehog in order f£
to thwart Dr. Eg%man's latest plan to
conquer the world.

SONI

ACTIONS COMMON TO SONIC AND SHADOW

Somersault (®)
You can break wooden
containers or squeeze
through very low or nar-
row gaps.

Homing Attack (® while
airborne)

You can attack the enemy
nearby. You can even
attack series of enemies
continuously.

Spin Dash (Hold ® then
release)

You can build up your
momentum and start rolling
at supersonic speed.

Grinding (Jump onto the rail)
You can jump on the rail
and grind. While grinding,
you can jump (@) or crouch
to accelerate (®). Use 4l
. | to balance yourself.

ACTIONS COMMON TO SONIC AND SHADOW

Light Dash (® near the ring)
Stand next to rings and an action window will be

SHAD

e —

The black hedgehog that resembles

Sonic. Shadow is the ultimate life form

created by Professor Gerald. Shadow

has a special ability called “Chaos

Control," which allows him to warp

time and space using Chaos Emeralds.

After telling Dr. Eggman about the exis-

tence of the Eclipse Cannon, Shadow
encourages Dr. Eggman to join up and hel

conquer the world.

SHADOW THE HEDGEHOG

o AR




" This fox boy with two tails can create

| MILES "TAILS" PROWER

- mechanical inventions that rival those
. made by Dr. Eggman. This time, Tails
. pilots his latest walker, "Cyclone." He
- will support Sonic completely with his
- mechanical abilities.

Volkan Cannon (@)
You can destroy wooden
containers.

Lock-on (Hold ®)
| Hold ® to display a sight

| laser. Then use the Analog
Thumb Pad to lock onto
the enemy. You can even
lock onto multiple enemies.

Propeller Punch (tails)

/Punch (breggman) (@ near the enemy)
You can use this weapon only when an
&1 enemy is in front of you. Utilize this in 2P
ersus play to blow your opponent away!

ACTIONS COMMON TO TAILS AND DR. EGGMAN

Lock-on missile (Release @)
While the targets are
locked on, release to fire
missiles. Destroy multiple
enemies for even more
points.

Hovering (Hold ®)

You can hover yourself to
land slowly or jump to the
| distant ground. You must
obtain a specific level up
item in order to be able to
perform this.

Also known as Dr. Robotnik,
Dr. Eggman is a self-proclaimed
genius. He is an evil scientist
with an 1Q of 300. A renowned
authority on robotics, Eggman
joins forces with Shadow and
Rouge in a plot to conquer the
world. Once he has collected all
the Chaos Emeralds, he plans to
take care of his lifelong rival, Sonic,
once and for all.

DR. EGGMAN




The guardian of the Master Emerald,

Knuckles takes his residence on the floating

Angel Island. He is known as a treasure

' hunter, but is a skilled martial artist as

. well. Ever since the Master Emerald was

| shattered, Knuckles has made it his

I mission to collect each and every shat-
tered piece.

|| Climb Wall

| While %liding, bump into
the wall to stick onto it. In

this position, use the

| Analog Thumb Pad to

.| move around.

You can break a wooden
box or defeat the enemy in
front of you.

Glide (Hold ® while air-
borne) )
You can glide yourself to
land slowly or to travel to
| the ground in the distance.

IONS COMMON TO KNUCKLES AND ROUGE

Swim (@ to dive, ® to go y Dig (Jumé), then ®)

up) You can dig the ground to
You can swim underwater. uncover hidden items.
Don't forget to come up to

the surface, as you cannot

breathe underwater.

obtain a specific power-up
item in order to be able to
- perform this action.

As a hunter who devotes her life to

the pursuit of jewels, Rouge is deter-
mined to make herself rich. She is
assionate about her work, and once
she's set her sights on a new treasure,
she stops at nothing until she gets it.

In order to collect the many pieces of
the Master Emerald, she offers to help
Shadow and Dr. Eggman—but her true
identity remains a mystery to them both.

ROUGE THE BAT
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Others who are important to the story . . .

ANY
AMY ROSE

A cheerful girl full of passion who loves
to chase after Sonic wherever he goes.
Learning that Sonic was arrested by the
military troops, she comes to Prison
Island alone. She has a strong sense of
intuition and a pure heart.

MARIA ROBOTNIK

A beautiful and mysterious girl that exists in
the memory of Shadow, Maria is the grand-
daughter of Professor Gerald and a cousin of
Dr. Eggman.

Prof. GERALD ROBOTNIK

A brilliant scientist and Dr. Eggman’s grand-
father. Noted as one of the most brilliant
minds of all time, Professor Gerald designed
the world’s first space colony, “ARK." He
was also involvecfin the development of the
ultimate life form: “Project Shadow.” He
later disappeared under mysterious circum-
stances.

MAIN MENU SCREEN

Press the Start Button during the Title Screen to access the Main Menu
Screen. Use the D-Pad or Analog Thumb Pad #&® to select the menu
item, and press @ to enter. To return to the title screen, press @

(1 P PLAY P.14 ] Play a one-player game.

(ZP PLAY P14 ) Play a two-player game.

Something extra for your addeden}o
pas ) ment. 7 yz .

(EXTRA

(0PT|0NS P25 ] Change various gamé settings.

. Connect to the Sonic Adventure 2
(HOME PAGE - )  Official Website. {

MEMORY CARD SELECTION

If this is your first time playing the game, after turning the Dreamcast
power ON, a Memory Card Select Screen will be displayed, asking you
to select the memory card and the game file to be'us‘c?f For controls
and how to change the game file, please see Options on p.25..




GAME MODES 4 W ey
o There are four types of stages in the game, and a specific character is assigned for each stage.

™ £ | A v
' You will be given a mission to clear each stage. If you successfully clear the stage, you will
advance to the next stage.

In the beginning, you can only play the Story Mode for 1P PLAY, and the Action Mode for 2P
7 | PLAY. As you continue with your progress, if you meet a certain requirement, new modes will
. be enabled. i HIGH-SPEED ACTION STAGES

- .4 ©SCORE

. STORY (1r pLav) © ELAPSED TIME

© NUMBER OF COLLECTED RINGS
Play the role of either Hero or Dark, and play to advance the storyline.

O REMAINING LIVES
. ©ACTION FOR ©® BUTTON
6 SMALL ANIMALS AND CHAOS

_| STORY SELECT i

. When the Story Mode is selected, you will be asked which story you
- would like to play: the Hero Story or the Dark Story. Use 488 fo select
~ the story and press @ to enter.

Seiect 0 atary.

' LOCK-ON SHQOTING STAGES

GAME FLOW PR ©SCORE
m The game flows in the following manner: Stage Introduction = Action Stage » Next Stage. If..___ ® ELAPSED TIME.....,
. you obtain a Chao key, you can visit Chao world after clearing the stage. o © NUMBER OF COLLECTED RINGS

, Bk @ REMAINING L(!)VES

Al riroucion | Chao world " 8ACTION FOR @ BUTTON
il il it e ' ®SMALL ANIMALS AND CHAOS
e Ifyou [l Advance DRIVES COLLECTED

finda | to the [E . @ HEALTH GAUGE
Chao key = 1 Next ‘ § ; .

> T = Stage You play as Tails'and Dr. Eggman in Lock-on Shooting Stages, where your main objective is to
- ” ) reach the Goal Ring. But unlike other characters, Tails and Dr. Eggman must stay aware of
the HP of the vehicles in which they are riding because they will lose a life if their HP gauge is
completely depleted or if the vehicle falls off the stage.
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. HUNTING STAGES

complete the stage, they must collect both specifie

. O ELAPSED TIME
- @ TIME LIMIT
® NUMBER OF COLLECTED RINGS
O REMAINING LIVES
6 TIME ELAPSED TO REACH THE
CHECK POINT

© SCORE

® ELAPSED TIME

® NUMBER OF COLLECTED RINGS

O REMAINING LIVES

© OBJECTIVES COLLECTED

® ACTION FOR ® BUTTON

@ SMALL ANIMALS AND CHAOS
DRIVES COLLECTED

® TREASURE RADAR

Unlike the other four characters, Knuckles and Rouge engage in treasure hunting. In order to
objects. Once they move into the vicinity
of a desired object, the radar at the bottom of the screen will begin to flash from greento

. yellow to red as the character moves closer to the object. You can obtain hints for the location
| of each object by viewing the monitor screens. Since these stages are not a race to reach the .

Goal Ring, no point markers will appear.

KART STAGES

SaALEL o e

On both sides of the Story Mode, there is one Kart Stage where yo
will drive a vehicle. Press and hold the @ Button to accelerate, @/ t

your kart for a short period of time.

There are two check points, dividing the course into three sections.
There is also a time limit to reach the check point, and you will lose one
life if you fail to reach the check point before time expires.

brake, and 4@® to steer. If you collect 20 or more rings, you can boost

i Press theStart Bui:tdn while tjf:lé“g’e{r;]e

RINGS

Within the game field, there are several rings. Excluding Tails and Dr.
EgFman, all other characters can survive damage inflicted by enemies
only so'long as the%/ are carrying at least one ring. When attacked,
these characters will lose all the rings they were carrying. If a character
is attacked while carrying no rings, they will lose a life. 'If the character

s skilled enough to'collect 100 rings, tl e?/ will receive an extra life. For
r

Tails and Dr..Eggman, collecting rings will recover lost HP little by little.

~ POINT MARKERS
~ On High-Speed Action and Lock-on Shooting Stages, there are several

point markers placed throughout the level that you can use to save your
character's time and position within the course. If your character loses a
life, the next life will start from the location of the last point marker
touched with the time that was logged when the marker was originally
touched. If you have a certain amount of rings when touching the
point marker, you will receive a bonus item.

" More than 90 Shield | More than 40

‘ 10 rings
More than 80  Speedup | More than 20

5 rings

.~ More than 60 20rings |
~ BATTLING THE BOSSES

After clearing some stages, a “Boss” will appear. The life gauge of the

“boss will appear at the top right. Find:its weaknesses and attack the
boss to deplete its life gauge.

If

ou deplete its life gauge completely,

the battle.

ing played to pause the
game and bring up a Pause Menu: "
On Hunting stages (Knuckles and Rouge), the hints you have obtained
will be displayed as well. Use /B to cycle through hints, or press and
hold both to stop cycling the hints.

CONTINUE  Resume gameplay

RESTART - Start over from the beginning

L “of the stage

: game

EXIT




CHAO CONTAINERS

Among the containers that appear on each sta, here are three

blue containers called Chao containers. The first Chao container con-
tains a Chao key, which is a key to the Chao garden. The second con-
tains small animals. What is inside the third on u'll just have to find
out for yourself. :

. TECHNIQUE POINTS

In each stage, you can
in many places. If you defeat
 "Chaos drives.” Animals and Chaos drives
| Tails and Dr. Eggman, Chaos drives will also'r
. If you rescue all small animals in the stage, y
. extra life.

ITEMS

There are two types of “items” that can be collected in Sonic Adventure 2. A number of

“Item Boxes" are located throughout the Action Stages as well as special “Level Up Items."”

HIGH-SPEED SHOES
These shoes provide your character with a
boost of speed for a limited time.

% ™| Use this item to destroy enemies without
Q‘ﬁ taking damage for a limited time.

Adds 5/10/20 rings to your ring
collection.

Protects your character from damage
one time only.

Attracts and collects all nearby rings
until damage is sustained.

of lives.

Restores all your HP (Tails and Dr.
Eggman stages only).

Destroys all onscreen enemies.

game. Here are some examples of them:
LIGHT SHOES
Enable Sonic to perform the Light Dash.

BOOSTER
Enables Tails to hover.

SHOVEL CLAW

Enables Knuckles to dig into the ground
and walls.

MYSTIC MELODY

Allows characters to play a mysterious
melody.

“Level Up Items" provide an enhanced ability or action that can be used for the rest of the

Dash.

LASER BLASTER

Powers up Dr. Eggman’s Lock-on
missile.

and walls.

Adds an extra life to the total number

Enable Shadow to perform the Light

/| Enable Rouge to dig into the ground
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 STAGE SELECT (e riav

You can play the stages you have already completed in Story Mode, but you must have at

least one stage cleared.

When the Stage Select is selected, a map of the world will appear cov-
ered with character icons, each representing a stage. Use @p-&® to

. select the stage, and press @ to enter. To return to the Sub-Menu of

1P Play Mode, press ®.

When the stage is selected, you will then select the mission for the
stage. There are five missions in each stage, but you can only select the
missions in order. If you are not satisfied with your score on a mission

> you have already played, you can select it again. Use 4B to select the

mission, and press @ to start the game. To cancel the stage, press ®.
Here are descriptions of each mission:

1st Accomplish clear condition for each character.

2nd Collect 100 rings. (Stage loops until you collect 100.)

3rd Find lost Chao somewhere in the stage. You must possess
the Mystic Melody in order to clear this mission.

4th A time limit is added to the normal clear condition.

5th The difficulty level increases.

ACTION :r pLav)

You can play against another player for versus play.

SELECT GAME TYPE

When the Action is selected, you will first select which player will play
which group. Use to switch the groups, and press @ to enter. To
return to the Sub-Menu of the 2P PLAY Mode, press ®.

Stfect 1 gesuy uaing the B-pad,

Next, you will select which type of game to play. Use &8 to select the
type, and press @.

RACE Sonic/Shadow stages

SHOOTING Tails/Dr. Eggman stages
HUNTING Knuckles/Rouge stages
RANDOM CPU selects the type randomly

STAGE SELECT Select the stage to compete.
Excef)t for STAGE SELECT, the stage to be played will be selected ran-

domly. If you select STAGE SELECT, an additional menu with a list of
stages will be displayed. Select the stage, and the game starts.

If either RACE or HUNTING is selected, the screen will be split vertically
in half, with Player 1's character displayed on the left side and Player 2's
character on the right side. With SHOOTING, the game is played on a
full-screen.

HOW TO PLAY
Each type of game has specific missions to accomplish.

The controls are the same as in Story Mode, but there are
additional rules for versus play.

eBest of 3 Match

The first player to win two games is the win-
ner. Here are the conditions for winning in

each type:
RACE First to reach the Goal Ring wins.
SHOOTING  First to reduce the opponent’s life gauge
to zero wins.
HUNTING First to find two pieces of the Emerald
wins.

eSpecial Attacks

In 2P PLAY ACTION Mode, each character can perform a special attack
of his/her own, depending on the number of collected rings. The type
of special attack changes every 20 rings you collect. Use them wisely
to distract your opponent.
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A game will be displayed in full screen if you
~ are playing the 1P game, and will be divided

~ You will race three laps in a game. If you

 KART RACE (1P PLAY/2P PLAY)

You can play against the CPU or another player in the Kart Racing Mini-Game, but you must
first clear the Kart stage in either Hero or Dark Story Mode to enable this mode in 1P PLAY;

. To begin, select the character to use. In a two-player game, the left

side is Player 1, and the right is Player 2. Each character has different
parameters for Top Speed (SPD), Acceleration (ACL), Braking (BRK),

and Grip (GRP).

Next, select the course to play on, from: BEGINNER, STANDARD,
EXPERT, and DOWNLOAD (course downloaded from the official web
site).

into two (top/bottom) if you are playing the 2P
game.

collect 20 or more rings, you can activate a
boost (press @) for a short period of time.

- you must clear the Kart stage of both stories to enable this mode in 2P PLAY.

Select @ driver,

HRRY RACE

COLURSE SELECT

BOSS (1r pLav)

You can play against the
order to be able to sele

ither of the stories in

play hga st the series of bos: s that appe BOSS ATTACK

In this mini-game, you will
for the best time.

in each story, and compet

{HERDSiDE

Play boss stages i

You can have your Cha
Chao race in either Stor

participate in a

Chao Race uses your
ple to play. When ra
ments are as shown o
numbered players can r
bered players with R.

Expansion

Socket 1 You may use the

Chao data saved
on either the VMU
or the 4X Memory

Expansion Gard:

Socket 2
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k Here, you can view the Emblems you gai

s @ to enter.

@D 4§ to select the category, and pr
and genre, you will be asked to challen
all the missions and collect all 180 embl

DOWNLOAD EVENT

Currently in planning are downloads for an extr:
Race, and new objects to be placed on the Action
information, please view the Sonic Adventure 2 @

ull of some extra goodies for your enjoyment. Use 4B to select a menu item,

YT
T G

Siagle player ada

i |

F

You can change various game settings in the Options. Use 408 to
select the menu item icon, and press @ to enter.

Listen to the background music used in this game. When
selected, the Sound Test Menu will be dis]PIayed. Use ¢ @ to
select the category, and press @. A list of music will then be
[displayed. Again, use @ to select the music, and press ® to
isten.

Setecy d arle caegory 1o fsven 4%

You can change the game file to be used. A screen with circles
(each representing the Control Port and Expansion Socket, with
the memory card icon representing that there is one) will be
displayed. Use 4@ to select the memor?/ card, and press ®.
A list of game files, if one exists, will be displayed. Select a file,
and select OK to use it, DELETE to delete it, or CANCEL to
cancel the selection.

Sulect o file

You can enable or disable the Jump Pack. A menu will be dis-
played. Use &% to select ON or OFF, and press ® to
enter. Press ® to cancel.

You can change the sound output between Stereo and
Monaural. A menu will be displayed. Use &% to select, and
press @ to enter. Press @ to cancel.

You can choose either English or Japanese as the
language used for the voice; and select the text
format from five different languages. A menu
will be displayed. Use 488 to select, and ®
to enter. Press @ to cancel

You can change the Menu Screen Theme.
A downloaded file is required.
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BOUT “CHAO"

In this game, there exists a mysterious artificial life form [A-LIFE] called “Chao.” Chao live in
an environment called “Chao world.” They create a very unique ecosystem, learning and
breeding according to the player's actions.

MEETING CHAO

To meet Chao, you must find and collect a Chao key before clearing an
Action Stage. After clearing the stage, you will be able to go to the
Chao world.

CHAO GARDEN

You can visit Chao garden from Chao world entrance. The following
items can be found in Chao garden: Chao eggs, a tree with nuts (food
fordChao) and seeds, a Chao transporter, and an Entrance to the Chao
stadium.

Once you are in the Chao garden, the character will release Chaos
drives and small animals you have collected in the Action Stage. These

_ are essential to transforming your Chao. Note that time in Chao garden
passes only while you are present within the garden itself.

RAISING CHAO

Chao hatch from eggs, and grow through infancy into maturity. While growing up, Chao
appearances, personalities, and actions change according to the way they are treated by the
player (i.e. "petting” vs. “throwing"). Be sure to provide your Chao with the items they need
to thrive (Chaos drives, small animals, etc.).

eHatching an Egg

There are two eggs found in the Chao garden, so let's hatch them. First,
approach the egg and press ® to pick it up. Now gently shake the egg
using the Analog Thumb Pad. After shaking the egg, place it back on
the ground. Eventually, a Chao will come out. (Note: there are other
ways to hatch an egg—try experimentin% since Chao personalities
change depending on how they are first brought into the world.)

*Giving Food

Chao grow up eating nuts from the tree. To obtain nuts, stand in front
of a tree and press @ to grab it. Next, use the Analog Thumb Pad to
shake the tree. When the nut falls from the tree, give it to

the Chao.

When there are no more nuts, find a seed. If you give it
to the Chao, it will plant the seed.
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. There is also a Chao kindergarten you can
. visit from the Chao world entrance. You take
our Chao from Chao garden to check its

. front of the door, and press ®.

. ePrincipal's Office

your Chao from Chao garden.

CHAO KINDERGARTEN

Kealth, or have it learn something. You can also
get tips on how to raise Chao. To enter the
room or leave Chao kindergarten, stand in

You can obtain tips on how to raise your
Chao. Use ¥ to select the menu item
you wish to obtain tips on, and press ® to
enter.

eClassroom

Here you can have your Chao learn something to do. You must bring
your Chao from Chao garden.

sHealth Center

Here you can examine your Chao's health condition. You must bring

sBulletin Board

You can access the bulletin board located at the official *Sonic
Adventure 2" web page.

TAKING YOUR CHAO OUT

You can take your favorite Chao to other Chao gardens through your memory card, or play in I
“Chao Adventure 2."

CAUTION
eTo take your Chao out, 128 blocks of free memory in the VMU are required

eYou can only save one Chao and one Chao egg in a single VMU.

oIf an executable file already exists on the VMU, saving will erase the previous file.
eThe VMU mini-game is NOT compatible with 4X Memory Cards.

USING THE CHAO TRANSPORTER

To transport Chao to the VMU, pick up the Chao, take it to the Chao
transporter, and step on the red button. Next, select the memory card
you wish to transport the Chao into.

CHAO ADVENTURE 2

If you transport Chao to the VMU and remove it from the Dreamcast Controller, you can play
a mini-game: “Chao Adventure 2."

eHow to Play

When the title screen is displayed, press both @ and @ to start the
game. To quit the game, press the SLEEP Button to turn the VMU
power OFF. During the adventure, when your Chao becomes hungry or
tired, it will stop its adventure. Give it a snack or a pat on its head to
cheer it up. In the course of the adventure, Chao may meet several
people, some of whom may make requests. Your Chao may even ask
you for help. The development of the adventure changes with the
actions you select. You can lead your Chao to the goal with the correct
selections.

VMU MINI GAME
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~ loses, it will lose the item it was carrying.

sFlying Fists Battle

When your Chao encounters a “Bully Chao," a battle
begins. To punch, press @ to stop the displayed
roulette on the white bar. The Chao whose HP
falls to zero first loses the battle. If your Chao

eGoal

There are two types of goals: a successful
goal and a failure goal. If you reach the goal
with correct selections, it will be the successful
goal, and as a reward, your Chao will receive a
"seed.” Take it back to the Chao Garden, and
something good may happen...?

eMenu Screen

During the adventure, press @ to'display a Menu Screen. Use &% to select the menu item,
and press @ to enter. To retumn-to the previous screen, press ©.

STATUS View Chao data.

SNACK Feed Chao with a snack.

PAT Pat Chao on its head.

SCOLD You may at times need to scold Chao...

ITEMS View or discard collected items.

SLOTS Play a game. Match pictures of the snack to obtain that snack.
HELLO Connect two VMU's with Chao. You may have a new egg...
OWNER View personal data of the owner of Chao.

FRIEND View data of your friend's VMU (while in Mating Mode).
OPTIONS  Change various settings.

. If you visit Chao stadium, located in the Chao garden, you can have
. your Chao compete in the Chao race. Up to eight can join in the race.

COMPETING IN A CHAO RACE

For more information, see Chao race on p.23.

Connect to the Internet and view the official “Sonic Adventure 2" web page.

You cannot access the Internet unless you have fégistered as a user with SEGA. Make sure
that you register as a user, using the Browser, included with the Dreamcast unit, to register.

5 SEGA Customer Service Department
. www.sega.com
~ 1-800-USA-SEGA

MENU Yot

Press Il to open/close.

HOME Return to the default home page.
MAIL Receive mail.. .
OPTION Change browser settings.
CONNECT/DISCONNECT Connect to or disconnect from the ISP.
GO TO GAME HP Jump to the game's web site.

EXIT TO GAME * Quit the browser and return to the game.

@ MENU

Press I to open/cl i , i
BACK - Go back to the ﬁre\/ious page.
FORWARD  Go forward to the next page.
RELOAD Refresh the data on the page you are currently reading.
CANCEL Stop the loading of a web page.
ZOOM Enlarge the page (press again to return to the normal size).
FILE O

Opens a File Utility menu.

HOME PAGE
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*THIS LIMITED WARRANTY IS VALID FOR U.S. AND CANADIAN SEGA DREAMCAST SOFTWARE MANU-
FACTURED FOR SALE IN AND PURCHASED AND OPERATED IN THE UNITED STATES AND CANADA, ONLY!

Limited Warranty

Sega of America, Inc. warrants to the original consumer purchaser that the Sega Dreamcast GD-ROM shall be free from defects in material
and workmanship for a period of 90-days from the date of purchase. If a defect covered by this limited warranty occurs during this 90-day
warranty period, the defective GD-ROM or component will be replaced free of charge. This limited warranty does not apply if the defects
have been caused by negligence, accident, unreasonable use, modification, tampering or any other causes not related to defective materials
or workmanship. Please retain the original or a phatocopy of your dated sales receipt to establish the date of purchase for in-warranty
replacement. For replacement, return the disc, with its original packaging and receipt, to the retailer from which the software was originally
purchased. In the event that you cannot obtain a replacement from the retailer, please contact Sega to obtain support.

Obtaining technical support/service
To receive additional support, including troubleshooting assistance, please contact Sega at web site (http://www.sega.com/customer_ser-
vice), e-mail {support@sega.com), or 800 number (1-800-USA-SEGA). Instructions en frangais, téléphoner au (1-800-872-7342).

LIMITATIONS ON WARRANTY

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
ARE HEREBY LIMITED TO 90-DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO
FVENT SHALL SEGA OF AMERICA, INC., BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF
ANY EXPRESS OR IMPLIED WARRANTIES. THE PROVISIONS OF THIS LIMITED WARRANTY ARE VALID IN THE UNITED STATES ONLY. SOME
STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, OR EXCLUSION OF CONSEQUENTIAL OR INCIDEN-
[AL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC

| EGAL RIGHTS. YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

ESRB RATING

[his product has been rated by the Entertainment Software Rating Board. For information about the ESRB rating, or to comment about the
uppropriateness of the rating, please contact the ESRB at 1-800-771-3772.

Soga is registered in the U.S. Patent and Trademark Office. Sega, Dreamcast, the Dreamcast logo, Sonic The Hedgehog and Sonic Adventure are either registered trade-
marks or trademarks of Sega Corporation. This game is licensed for use with the Sega Dreamcast system only. Copying and/or transmission of this game is strictly pro-
liibited. Unauthorized rental or public performance of this game is a violation of applicable laws. © 2000, 2001, SEGA / SONICTEAM. Suga of America Dreamcast, Inc. P.0.
[3ox 7639, San Francisco, CA 94120. All Rights Reserved. www..sega.com. Programmed in Japan. Made and printed in the USA, Product covered under one or more of
the following: U.S. Patents No's: 5,460,374; 5,627,895; 5,688,173; 4,442,486, 4,454,594; 4,462,076; 6,102,800 Re. 35,839; Japanoso Patont No. 2870538 (Patents pending in U.S.
and other countries); Canadian Patent No. 1,183,276.

NetFront and JV-Lite (JV-Lite is compliant with Java specification) by Access Co., Ltd. is adopted for the Internet function of this product. NetFront and JV-Lite are regis-
tered trademarks of Access Co., Ltd. in Japan. Java and all Java-based trademarks and logos are trademarks or rogistorod trademarks of Sun Microsystems, Inc. in the
US and other countries. All brands and product names are trademarks of registered trademarks of their respectivo companies. This software includes the font(s) licensed
by NEC Office Systems, Ltd. This software is based in part on the work of the independent JPEG Group. This softwaro includes the Dream Flyer viewer which can be used

10 view received Dream Flyer and P-Rabbit system mail. Dream Flyer and P-Rabbit are trademarks of COLABO, In¢
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